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IN THE BEGINNING........ 575 BREAKTHROUGH TO SHODAN.... 6.50 
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NEW ISHI PRESS TITLE 


ATTACK AND DEFENSE, by Ishida Akira.......eeeee eee ee ees 


JAPANESE GO MAGAZINES AVAILABLE 


Subscriptions are available for approximately $33. per year. 
GO WORLD available. Write for details. 


GO EQUIPRENT 


Standard Equipment Deluxe Equipment 
Special Go Set (reinforced folding Traditional Go Tables - a thick Go 
board &Quality plasticstones) $29.95 board made with rare Japanese hard- 
Go stones (plastic) 8.95 wood with small (appx. 12cm) legs 
Go stones (glass, 7.5mm) 34.50 345" thick board $275. 
Go Board (folding) 24.50 6" thick board $475. 
Go Bowls (brown plastic, square) 13.50 7" thick board $675. 
Magnetic Go set (with case) 34.50 | Slotted board, 2.5cm thick with 
Shogi board on reverse side.... 
Make checks payable to: Slate &Clamshell Go stones (5mm) .. 
Tokyo Sales Corp. Chestnut Go Bowls 
NOTE: please add 15% for postage and Deluxe Go Set: Slotted board, slate 
handling. & shell stones, chestnut bowls 134. 
(10% discount available to AGA members 
through 3/1/82 with coupon on page 
17 of this issue.) 


Tokyo Sales Corp. 
(& Zen Oriental Book Store ) 


142 W. 57th St., New York,N.Y. 10019 (212) 582-4622 
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GO 
An ancient board game which takes the simplest of elements: line and circle, 
black and white, stone and wood, combines them with simple basic rules, and 
generates subtleties which have enthralled players for millenia. Go's 
appeal does not rest solely on its oriental, metaphysical elegance, but on 
practical and stimulating features in the design of the game. 


Go is easy to learn. The few rules can be demonstrated quickly and grasped 
easily. The game is enjoyably played over a wide range of skills. Each 
level of play has its charms, rewards, and discoveries. A unique and reli- 
able system of handicapping brings many more players “into range" for an 
enjoyable contest even between those of greatly differing skill. Draws oc- 
cur in less than 1% of all amateur games. A game of Go retains fluidity 
and dynamism far, longer than comparable games; an early mistake may be 
made up, used to advantage, or reversed as the game progresses. There is 
no simiple procedure which will turn a clear lead into a victory - only 
continued good play. Go thinking seems to be more lateral than linear, 
less dependent on logical deduction, and more a matter of a "feel" for the 
stones, a "sense" of shape, a gestalt perception of the game. 


Beyond being merely a game, Go can take on other meanings to its devotees: 
an analogy for life, an intense meditation, a mirror of one's personality, 
an exercise in abstract reasoning, a mental "workout", or, when played 
well, a beautiful art in which white and black dance in delicate balance 

across the board. But most important for all who play, Go, as a game, 
is challenging and fun. 


AMERICAN GO JOURNAL 

The AGJ is the national publication of the AGA. It provides news, game 
commentary, instruction, and articles of general interest for Go players 

- of all strengths. Published 4 times a year, it is free with the $15 yearly 
membership in the AGA. Back issues: @$4; volumes: @$12. The American Go 
Journal is protected by the copyright laws. Reproduction in any form is 
forbidden without written permission of the American Go Association, 
P.O. Box 397, Old Chelsea Station, New York 10113. 
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Editor: Terry Benson Contributors: Bob Terry 
Associate Editors: Don Wiener Roger Newlander 
Barbara Calhoun Dennis Waggoner 
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AMERICAN GO ASSOCIATION 

The AGA is the national organization of Go players in the U.S. It coordi- 
nates and encourages Go activities and cooperates with similar associa- 
tions world wide. As standard services, the AGA 1) Publishes the America. 
Go Journal & Newsletter, which include Tournament schedules, club notic- 
es, and articles. 2) Sanctions and promotes AGA rated tournaments. 3) Or- 
ganizes the U.S. Championships. 4) Distributes an annual roster of chap- 
ters and members. 5) Sells Go books by mail. 6) Maintains a U.S. numeri- 
cal rating system. 7) Schedules tours of Go professionals. 8) Supports 
the creation and growth of AGA clubs. Chapters receive free publicity 

of tournaments and club meeting time, place, contacts. They are the link 
between the Go players (present and -atential) in this country and the 
AGA. AGA chapter clubs get organizational aids as available. ***AGA mem- 
bers are included in the member roster and rating readout, may play AGA 
rated matches, in AGA tournaments, and join the growing ranks of those 
who support Go. 


American GO Association 


PO Box 397 Old Chelsea Staten Hew York, MY 10011 


Membership Application 


DATE New Membership Renewal ___—s Address/Name Change ___ 
NAME : ** FOR AGA USE ** 

' Amt Check/Cash Rec'd / / 
ADDRESS '  pR BC TB DW PG LL 


' Response sent: DR BC RL TB LL 
Card, List, AGJ's/GR's, Other 


ZIP Telephone # 


REGULAR MEMBERSHIP (includes a subscription to the American Go Journal 

for 1982 - $15/yr. and American Go Newsletter) *** overseas add $5 *** 
CHAPTER MEMBERSHIP (includes an AGJ subscription). CHAPTER MEMBERSHIP 

for 1982 - $15/yr. authorizes a club to sponsor AGA rated tournaments, 

(Please include make use of the AGA label service, receive AGA 

club information organizational materials, and offer to club members 

requested below) a 3 "Limited" AGA membership (no AGJ subscription). 

Limited Memberships must be sent by the AGA Chapter. 


CONTRIBUTION to the work of the AGA in promoting GO on a national level. 


PAYMENT for back issues (Go Review or AGJ) listed on the Order Form below. 
(NB: 1982 back issues (Vol. 17) will be sent if you join up to Oct.'82.) 


TOTAL ENCLOSED 


YOUR SUPPORT AND THAT OF EVERY PLAYER WHO LOVES THE GAME OF GO IS CRUCIAL TO ITS 
CONTINUED GROWTH. THANK YOU FOR YOUR HELP! 


THE AMERICAN GO ASSOCIATION 


PLAYER INFORMATION: Strength How did you hear of the AGA? 
Where did you learn Go? Occupation? 
Are you interested in tournament play? Citizenship? 


To what other Go clubs or associations do you belong? 


CLUB INFORMATION: Let us know about your Go Club or Go Group so we can publicize 
it and contact it. Use the back of this form (or separate page) to give us: 
1. Club name; 2. Meeting place; 3. Meeting time(s); 4. Number of members, 
5. Name, address, and phone # of club organizer(s)/contact person(s) - tell us 
who should be on the AGA List of Contacts; 6. Details of tournaments and 
events planned. 7. If possible, a list of members with ranks and addresses. 


Please use the back for comments, offers of help, requests for information, etc. 


AGJ and GO REVIEW BACK ISSUE ORDER FORM 
NAME 


AMERICAN GO JOURNAL: $12 per vol. - $4 per issue 
ADDRESS Avail.: Vol. 9 ('74) to Vol. 16 (except 12:5/6) 


MONTHLY AND QUARTERLY GO REVIEW: $5 per issue 
Available: 21 issues from 1962, '63, '76, '77 
ZIP Many issues extremely limited in quantity. 


List all selections by year and #. 
Please ihdicate alternate choices. GRs sent AGJs sent by 


AGA TOURNAMENT AND EVENT CALENDAR (3) 

13 Feb. Last Exit Go Tournament. Last Exit Go Club, Seattle, Washington. 
Contact: Phillipe Varda, (206) 632-8451. AGA rated. 

21 Feb.: MGC FEB. INVITATIONAL, llam at MGC. PREREGISTRATION REQUIRED! 
DEADLINE: 18 Feb. T.D.: Terry Benson (212 724-9302/ 617 West End Ave/ 
Apt. 9A/ N.Y.,N.Y. 1024. MGC members: $10. Non-members: $13. Prizes$$ 

27 Feb.: Japanese Consul General's Tournament. Japanese Cultural Center, 
Montreal, 8155 Rousselot. Even game knock-out. NO FEES! 8 & 16 player 
sections. PLAYERS MUST REGISTER WITH THE T.D. BY FEB. 20! TD: Francois 
Cartier/ 7718 St. Denis/ Montreal, Quebec H2R 2E9. (514) 276-5491. 

6/7 March. Toronto Open Go Tournament. 6 rounds, 3 each day. Even game. 
Cash prizes ALL levels. 1st prize: Dochi Cup + $75. Fees: novice - 2D: 
$10. 3D & up: $15. Site: Harbor Front/ 235 Queens Quay/ Toronto. "The 
Loft". Register: 9am Sat. T.D.: John Carlin/ 1542A Bloor St./ Toronto, 
Ontario M6P 1A4/ Tel. #: (home) (416) 537-9289, (work) (416) 862-7900. 

Mid-March. 2nd Northern Virginia Open. T.D.: Ken Koester (703) 524-3511. 

20/21 Mar. Vancouver Open Go Tournament. Contact: Roy Langston, PO Box 


80252/ Burnaby, B.C. Canada V5H 3X5. ; 
27/28 March: Lasker Memorial. Man. GC, 10 E 52 NYC. San Francisco Style 


(6 rds/2 days/ enter any time). AGA rated. Fees: Dan: $7, 1-7kyu: $5, 
8+ kyu: $3. (Non-MGC members: +$3) T.D.: T. Benson (212)-724-9302. 

28 March: Manhattan Go Club March Invit. Same as Feb. Deadline: 25 Mar. 

1/2 May. Seattle Cherry Blossom Tournament. Contact: Phillipe Varda, 
4022 Linden Ave. N., Seattle, WA (206) 632-8451. 

22 May. Ann Arbor Spring Tourn. Contact: Dave Relson (313) 995-3636. 
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Second Annual L.A. Baduk Club Championship 
by Les Lanphear 


The L.A. Baduk Club held their Club Championship and annual meeting 
during the weekend of Dec. 19/20 and elected new club officers. The new 
President is Mr. Yong Tai Kim, a resident of the U.S. for 15 years and 
the owner of an American restaurant. Vice-President is Mr. Gun Ho (Gary) 
Choi, the manager of the Go Club for the last year. 

A quick description of the tournament is in order as the rules are 
different from most American tournaments. To qualify for the Sunday 
finals, you have to win 3 games in a row on Saturday. Once you lose a 
game on Saturday, you are out of the tournament - sort of. You are 
allowed to reenter and try again by paying an additional fee (half of 
the original entry fee). So if you are desperate to play and are having 
a bad day, the tournament can be very costly. 

The Open section was all even games. The handicap included everyone 
4 dan and down and was very difficult at the 1 kyu level. 1 kyu players 
at the Korean club are stronger than Western 1 kyu players. 

Open Section - 18 players entered Saturday. 7 qualified for the finals. 


; Versus: 1 2 3 4 5 

1. Kim Woo Jin / 0 0 0 xX xX 0 3rd Legend: o = won 
2. Park Chong Woo x / x 0 0x 0 x = lost 
3. Ahn Myung Hwan x 0 / o x x oO HLP. * = not played 
4. Lee Je Min * ke ek f yx k & , HP = Honorable 
5. Ha Soo I] 0 x 0 0 / 0 o Ist Player Award 
6. HanYoung Hwan 0 0 00 x / 0 2nd 
7. Hyun Chuna 11 X36 OF oe be 

The winner, Mr. Ha, also holds the Wang-Wi {King} title, and Mr. 


Park holds the Kook-Soo Title. 

24 players entered the Handicap section on Saturday. 6 qualified 
for the straight knock-out finals on Sunday. 
1. Ki Sai Hyung 1D +42 bye 4 2nd The Honorable Plaver 


2. Myung No Chin Ik 1 Prize was a surprize; 
3. Suk Ho 4p 4 ‘ it was awarded to me! 
4. Kim Ho Choon 1k +3 +5 +1 Ist I felt very. honored. 

5. Cho Yoon Young 4D +6 4 3rd 

6. Lee Pyung Kee 2D 5 


(4) UNITED STATES CHAMPIONSHIP WON BY CHARLES HUH 
Story by Terry Benson; Commentary by Gun Suk Han, 6 dan 


The final best-of-three match of the United States GO Championship 
was held Saturday December 5th at the New York offices of the 
Championship sponsor, Japan Air Lines. of ay" 


Charles Shin Huh of Seattle, Washing- 
ton beat Ron Snyder of the Manhattan Go 
Club to take the 1981 title. Mr. Huh is a 
31 year old Korean-American 6th dan; he 
graduated from the University of Washing- 
ton last year and now works as a Certified 
Public Accountant for a timber firm in 
Seattle. Last September he upset 4 time 
U.S. Champion Kyung Kim of San Francisco 
to win the Western Championship. 


Eastern Champion Ron Snyder is a Hiroshi Yanagida, JAL Regional 
native New Yorker, 31 years old, and a Manager, awarding the JAL 
student working toward a business Cup to Charles Huh 


degree. Ron finished 7th in the 1981 
orld Amateur Go Championship in Tokyo and beat the toughest competition 
ever in the 100 player Eastern tournament on Labor Day. Ron is also the 
first non-oriental to play in the finals in the 13 year history of the 
U.S. Championship. 

Game 1 (at left) was a close 
one. Snyder, playing white, had a 
much superior opening. The pincer 
at B23 was a clear mistake as Black 
becomes overconcentrated. White has 
a definite lead in territory espe- 
cially with the 5 and 1/2 point 
advantage (komi). 


But W40 and the sequence which 
follows is a serious overplay. It 
creates a weak center group which 
is a liability for White for the 
rest of the game. Instead of 40, 
White should simply extend to 41 and 
stabilize the W12,16,18,36 group. 
Later in the actual game when Black 
attacks with B81, White's mistake jis 
painfully obvious. B83 could be even 


more severe left of 86, but Black still goes on to win by 7 1/2 points. 


In game 2, Mr. Huh showed his : JAPAN AIR LINES 
Celebr 


superior strength in middle game 
fighting and won by resignation to 
become the 13th U.S. Champion and the 
first one from Seattle. 


The AGA is grateful to JAL for 
its support of the U.S. Championship 
and to Mr. Hiroshi. Yanagida, Regional 
Manager of JAL for his kindness, 
interest, and help in arranging the 
match. Huh, Snyder & recorder M. Takabe 


A Capitol Tournament 
by Ken Koester 
As I trudged out to my car laden with camera, boards, stones, 
charts, prizes and all the other organizational paraphernalia necessary 
to the well-run Go tournament, lead skies and icy winds did nothing to 
make me optimistic about the success of what I hoped would be D.C.'s 
largest Go tournament in several years.Earlier that morning I should 
have received a "wake-up" call from West Virginia telling me how many 
participants from Morgantown I could expect; the phone never rang. And 
when I arrived at the U. of Md. Student Union confusion regarding 
parking and a balky coffee urn further boded i11. 

But a steady stream of players arriving well ahead of registration 
time from all around the local area relieved some of my anxieties and 
the out of town turnout proved unexpectedly strong - 19 including 5 from 
West Virginia. (Rather than disturb my rest, they had contacted 
co-Director John Goon the night before.) Indeed the enthusiasm of the 42 
player field made the registration desk a lively place to be and the 
first round pairings decidedly hectic! Fortunately Art Lewis' assistance 
let me concentrate on the pairings and, after a slight delay, we were off. 

The Open Section drew unexpected participants from Virginia Beach & 
Morgantown. The 5 players were organized as a round-robin and, drawing 
upon the lengthy experience of Moon Cha, more or less took care of 
themselves after the first round - a real relief for aT.D. As it 
happened the two favorites, Michael Zeng and M. Shibata (both 6 dan) met 
in the first round, with Shibata winning. Thereafter he mowed down the 
rest of the field in quick succession to walk off with the $50 first 
prize. Zeng had to console himself with second - this time. Both players 
are from the DC area, so we anticipate many exciting battles to come. 

The remaining sections were all run as four round Swiss system. One 
loss did not necessarily eliminate a player. But multiple ties - despite 
several tie-breaking methods - were the rule rather than the exception. 

In section A perennial favorite Ted Drange, 1D, had racked up three 
successive wins including his nearest rival and fellow West Virginian, 
Jim Bai Kim, 1 K. But Kim still had a outside chance provided he could 
beat Art Silverstein, 2K, and if Ed Lawhon, 2K, could beat Drange. The 
unusual happened and Drange, Kim, and Lawhon found themselves in a three 
way tie. Two tie-break methods eliminated Lawhon but Kim and Drange 
remained tied. Since they both hail from Morgantown, a Solomonic 
splitting of the prize was arranged. One took the cash and the other 


took the copy of The Vital Points of Go (donated by the AGA). 
In section B, the need for tie-break was averted by Eric Swanson's 
(4K) four straight wins and Jim Pickett's 3-1 record. 


The largest section, C, (8-11 K) had 10 players and was dominated 
by the 4-0 showing of Richard Kram, 1K. A three way tie for second was 
settled in favor of Rich Holberger (10K). 

Second place in Section D had a difficult tie. Jon Stewart, 12K, 
and David Stanford, 15K, not only had identical 3-1 scores but also 
played precisely the same opponents and both lost only to Mike Delaney, 
14k, the 4-0 winner of the section. No tie-breaking method - short of 
flipping a coin - could separate them. Fortune smiled, sufficient prizes 
had been donated by Sabaki Go Company and the AGA to make possible 
awarding two second prizes. 

A group of 5 totally unranked players required the creation of a 
separate beginners' section - all even games. Raymond Cheng (est. 14 
kyu) won out with a first round victory over Dean Foster (est. 16 kyu). 

As though 4 rounds were not enough, John Goon managed to arrange a 
12 player handicapped speed tournament (15 min per player). After 5 or 6 
rounds I understand that exhaustion did set in. I must report this by 
hearsay (and excuse my ommitting the name of the winner); I was at home 
and sound asleep by the time it finished! 


HANDS ACROSS THE WATER: 


THE THIRD ANNUAL KOREAN AMBASSADOR'S CUP TOURNAMENT 
By Ken Koester 


Despite the presence of a large and active Korean Go-playing population 
in the metro D.C. area, Korean and Western players have been slow to make 
contact. Blame the language barriers, of course; a few of us know Japan- 
ese, still fewer know Chinese, almost no one knows Korean. And English is 
not a very easy language to learn for the foreigner. Then again, Korean 
Go is of such a high caliber that Westerners - usually much weaker - feel 
awkward approaching the dan-level players. By and large, however, the chief 
problem has been ignorance. Before the visit of Mr. Cho Hoon Hyun, 8-dan, 
Jast August, most of the Westerners in this area probably knew nothing of 
the existence of any Korea clubs. 

Recently this picture has changed because the Washington Area Korean Go 
Association suddenly lost its playing space and began inquiring among the 
Western clubs (it barely knew) for possible solutions. The NoVa and 
Greater Washington Go Clubs were very happy both to discuss their own 
arrangements and to lend boards, stones, and clocks for the Ambassador's 
Cup Tournament, then scarcely two weeks away. Despite the minimal publicity, 
both clubs managed to spread the word among their members that, not only 
would there be a tcurnament with many dan-level players in attendance, but 
also two top-ranked professional players were expected to attend as well. 

The tournament begining was hardly auspicious: heavy rain and a locked 
door at the community center where the event was being held. Go is very 
enjoyable no matter where it is played, but a slippery board and stones 
and wet clothes seemed like too great a handicap. Fortunately, the duild- 
ing custodian let everyone in after fifteen minutes; dozens of willing 
hands set up tables and boards in little longer time. 

The next hurdle, predictably, proved to be the question of correlating 
Western and Korean ranks. We all knew the Korean ranks were stronger; no 
one knew by how much. (The entry blank, being written in Korean, helped 
not at all!) After much wagging of chins and pollings of troops, the or- 
ganizers decided to give us Americans four ranks. As the representative of 
NoVa Go Club, I helped confirm the Westerners' ranks before the tournament 
began and, since I normally play as a 1-kyu, I found myself playing as a 
lowly 5-gup (Korean "kyu")! In fact, in my section (B), the ranks went from 
2-gup to 7-gup, so I was one of the weakest ranked "B" players, one of 
two Americans in this section. Section C, below 7-gup, had 11 Westerners 
and 2 Koreans, perhaps a bit of a sobering experience for us all. Mean- 
while, the "A" or Open section (for 1-gup and above) counted a full 16 
players (including Moon Cha, John Maier, and Michael Zeng of the Greater 
Washington Go Club, and Shin Kang from Baltimore, who call themselves 
U.S. 5 or 6 dan). Truly a harrowingly strong field! 

The tournament format for all 37 contestants was a double elimination 
tournament. There were no rounds per se since the pairings were more or 
less automatic from the initial layout. Accordingly, the tournament was 
a very relaxed affair through most of the afternoon. The double elimina- 
tion aspect gave a player hope after an early loss because he could always 
recoup “in the consolation division. This device made more of the matchups 
more important until much later in the day. Unfortunately, with such 
large sections, it also meant that the final winner had to wait several 
hours before meeting the consolation winner in order to determine the 
final champion. 

Any thoughts that the Koreans might have been too generous to us prompt- 
ly disappeared after the first round, which knocked out Moon Cha, Maier, 
and Larry Kaufman, "4-gup," the other American in section B; my own first 
round game was very tough. After a short break for lunch in the Bando Inn, 
a nearby Korean restaurant, battle resumed in earnest. By 6:00 pm, Zeng, 


Eric Swanson, and myself were ct 
still in contention in each of 
the three section, having won all 
our games. The tournament was far 
from over, but our lease on the 
community center was, so we all 
adjourned to the same restaurant 
at which we had lunched and set- 
tled back to await the winners of 
the consolation divisions. 
Eventually fatigue claimed Swanson, 
who had to leave without continu- 
ing play, while I myself succumbed 
twice to the consolation winner 
after several stiff fights. Thus, 
Mr. Chun W. Kim received the first 
place cup and Eric Swanson the 
second place cup in the C section; 
my nemesis, Mr. Kyu Bok Lee, 2-gup, 
took the first place trophy in 
the B section, and I carted home 
Tense Games the runner-up trophy. (A very im- 
pressive prize...if I could only 
read the inscription!) And Michael Zeng, playing at midnight, knocked 
out the consolation division winner in one game, thus continuing his tour- 
nament record in this area of one loss and eleven straight wins. His name 
will be inscribed on the huge first place trophy which will be his to 
keep if he wins the next two times the tournament is held. 

While the tournament was con- 
tinuing at the Bando, Mr. Hong, 
Professional 6-dan, gave a simul- 
taneous exhibition against eight 
opponents of varying strengths. 
Although the amateurs had the 
extra handicap - or was it a dis- 
advantage? - of soft cushioned 
boothes, Mr. Hong was the per- 
fect picture of confidence and 
concentration as he walked up 
and down the line of boards. 
Rarely did his choice of move 
cause him more than a few seconds 
of delay. With true professional 
elan, he cut up the black groups 
facing him and won seven games 
losing only one 9-stone match 
against one of the Koreans. 

All in all, excessive time 
excepted, it was a very nice 
tournament and a fine day. The 
organizers of the Washington Area 
Korean Go Association are to be 
commended for their efforts. 
Hopefully this tournament marks 
the beginning of new and in- 
creased contact between the 
Western and Korean Go clubs in 
the Washington area. ; 


Mr. Hong, Professional 
Photos by Ken Koester. . 6-dan, examining Larry 
Kaufman's game 
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Commentary by Takao Matsuda, 6 dan. 


W8,10 is a simple but sound joseki. 


Diagram A: The key point to this 
joseki is W12 which would form both ~ 
an ideal pincer and an extension 
from a W stone in the lower right 
corner (for instance at the 4-4 
point as in this diagram). W8,10 
gives B territory in exchange for 
outside strength, which is used by 
a play around 12. If there was a B 
stone in the lower right, this 
joseki would be questionable. This 
game with Bl and W4 in the lower 
right presents a less than clear 
situation. 


se 
CoS 
3+ @H+O+@ 


a8 


W12 - in the game record - is an 
interesting play. 


Diagram B: Bl followed by 3 would 
be my answer. W's aim is to get Diagram A Diagram B 
to play at "a" if B plays begins 
by playing at 2 instead of 1. 


B13,15 was not appropriate here. 


W18 should be at 33. (6 in Diag. C) 


Diagram C: W6 is the correct play. 
B7 is a standard tesuji. W has to 
submit to W8 & 10, but B stall 
has an awkward weakness at "a". 


W18 allowed B to gain the crucial 
play at 23 after the sacrifice 
manuever of B19 & 21. 


25,27 shouid be played as in... 


Diagram. D: B1-7 would seriously 
weaken the 3 W stones above. Diagram C Diagram D 


W58 only gains 


territory. It 
would be more 


meaningful for 


W to play 


directly at 60. 


B59 is also a 


poor play. This 
becomes clear 


if W connects 24 
Diagram E and 44 forcing 

B to capture 
the single W 
stone at 38. 


B61 should follow... 


DIAGRAM F (below): Bl, 3, & 5 aim 

at the big virgin territory. Also 

W2 & 4 have little effect on the 

3 B stones in the upper right corner, 
and B still threatens the "a" through 


W62,64: good choice. 
W80 should simply be at 82. 


W84 should be at 98 to put emphasis 
on attacking the center B stones. 


But W's stongest play in this area - 
starting with W76 - was to follow... 


Diagram G: W gains on the outside 
and the corner still has Ko 
possibilities. 


Diagram G 


W28,30 are questionable. Instead... 
Diagram E: W1-7 would be my preference. 


W34-38: bad play. B adroitly connects out and with 
B57 makes this group safe. 


Game Record 2 (51-100) 


"e" sequence. 


Diagram F 


B85,89 is powerful, tactical play. W cannot capture the 5 B stones by 
playing 92 above 90 nor directly at 93. 


W's last chance was to play W98 at 101. (W2 
in Diagram H). 


Diagram H: W4 attacks the 3 B stones and 
leaves the "a" to "g" threat. 


White has a lost game after Bl-1. 


Diagram H 


Game Record 3 (1-1-150) OO Oe be 
+ CAN 
Moves after 217 omitted. | 0 


Black wins by resignation. 


Game Record 4 (151-217) 
eee (move 51=151, move 1=201) 
a 154 above 152 
LLLUSTRATING . 205 at 190 
EPISODES 5 g 2 
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Several months ago, the Long Island Go Club began playing “lightning” 
Go at its regular Friday night meetings as an experiment, but it has 
proved so successful that it is now our accepted norm. The advantages of 
this format are so great and its disadvantages so few that it seems like- 
ly that other clubs could profit equally by implementing it themselves. 

The procedure we use is simple. Standard game clocks are set for 20 
minutes per side, with no byo-yomi. If your flag falls, you lose, regard- 
less of the score or the position on the board, except for the extremely 
rare circumstances of known draws by repetition (e.g., triple ko, etc.), 
or when both sides agree that only dame remain. The 20 minute time limit 
was chosen to provide a close analogy to the well established "rapid" 

(5 minute) chess game, based upon the larger number of moves per game in 
Go. 

The advantage of this format is primarily that the extremely rapid play 
required to avoid overstepping the time limit (an average of only 20 
seconds per move) effectively precludes most attempts at exact reading 
of complex tactical sequences. Instead, the players are forced to concen- 
trate upon broad strategic plans, shape, tesuji, joseki, and basic prin- 
ciples of attack and defense, with only an occasional foray into detailed 
calculation. For most players, except at the highest Dan levels, this is 
precisely the orientation they should strive for anyway, especially since 
their tactics are likely to be faulty in any event. 

Other advantages of the "lightning" format are that players get much 
more experience per playing session, the opportunity to try different 
strategies and directly compare outcomes is increased, switching opponents 
is facilitated, the psychological impact of bad play is lessened because 
you quickly move on to another game; and the constant and rapid use of 
the clock makes it automatic, giving you one less thing to worry about 
when you get into a tournament. The main disadvantage of this format is 
that it is unsuitable for rank beginners, since well integrated notions 
of the game's structure, shape, tesuji, joseki, etc. are necessary in 
order to play rationally and coherently at this speed. Countering this 
disadvantage for beginners is the fact that their early exposure (even 
if only as observers) to the artful cut-and-thrust of well-played light- 
ning Go serves to dispell the erroneous notion of Go as a slow, ponder- 
ous game - a notorious "turn-off" if ever there was one. 

On balance, then, lightning Go has made the playing sessions at the 
L.I. Go Club more stimulating for all of our members, and more interesting 
to the beginners who have looked in on our meetings. Why not give it a 
try yourselves, and see if it doesn't do as much for your club! 


LEEDS GRAMMAR SUCCESSFULLY DEFEND THEIR TITLE 
By Stuart Dowsey 


The Second British Schools Go Championships were held on Sunday March 
Ist 1981 at Kings Norton Boys School, Northfield Road, Birmingham. 11 
shcools with twelve teams competed in the four round tournament. In 
addition, the Birmingham Go Club gave simultaneous teaching sessions for 
the many supporters who came to cheer their teams on. 

Last year's Champion, Leeds Grammar School, managed to hold on to its 
title by winning all four matches. Leeds fended off strong challenges 
from Richard Huish College, the host school Kings Norton and Monmouth 
School, all of whom had three wins. Leeds Grammar's once again the proud 
holder of the Castledine Trophy. 

Members of the winning team were: Robert Burgess, 8-kyu, aged 16; 
Robin Pye, ll-kyu, aged 17; Targuin Gorssman, 13-kyu, aged 16. 

The passage of one year has seen a distinct improvement in the 
strengths of the players. This must be true in the forty schools where 
Go is now being played regularly and is a bright portent for the future. 


LIGHTNING GO 
By Milton N. Bradley 


KESHI AND UCHIKOMI 


Based on writings by Kaoru Iwamoto, 9-dan 


Translation by T. Ogoshi 
Edited by Don Wiener 


English Preparation by Roger A. Newlander 


PART I - KESHI (Continued from last issue) 


TYPE III 

The right side of this formation is the same 
as that of Type I (see AGJ Vol 16 #1), but 
the upper right hand corner is fortified a 
little differently. The space in the upper 
area is too small for W to keshi (erase) as 
in Type I, but it is large enough to invade 
(uchikomi). 

DIAGRAM A: The invasion of W1-9 eliminates some 
of B's area, but at the same time B has 
strengthened his right hand area and also has 
the move. This result is no good for W, so 
less direct means must be employed in attack- 
ing this area. 


2) 
ie] ee 
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Diagram A Diagram 1 


ahswering W3, as his 
corner area is narrow- 


Type III 


DIAGRAM 1: W's. erasing 
move 1 is similar to 
W1 in Type II (see 
AGJ Vol 16 #2). B 
answers at.2 and W 
enters the corner. 
Again, the order of 
moves is important. 

B has many ways of 


er and hence easier to 
defend than in Type II. 
DIAGRAM 2: This sequence 


has been discussed be- 


fore. Playing B6 at 7 


would be bad as ex- 


plained last issue. 


B10 is again essential, 


as a W play there would 


isolate the 3 B stones ¥ 


below. Later, Wa may ( » 


become worthwhile. 
DIAGRAM 3: If W plays 3 
immediately after W1, 
B will not, answer at a 


@D7@ 

Tp > e+e 

a 

| rE 
Diagram 2 Diagram 3 


(B10 in Diagram 2). Instead he will jump to b, following W's stones out. 
This means that, as long as W is interested in reducing the power of the 


B formation, W3 in Diagram 1 is correct. 


DIAGRAM 4: Bl is a good 
defense when the exten- 
sion on the upper side 
is narrow. In this case, 
however, W has a good 
counterattack. 

DIAGRAM 5: After W2, B3 
is forced. White then 
plays 4, leaving the 
option of entering at 
a or taking the corner 
for later. This keshi 
Maneuver is a success 
for W. B has to play 3 
as otherwise W can cut 
up B's lines. 

DIAGRAM 6: Let us con- 
sider what would happen 
if B plays his first 
move at 1 here instead 
of Diagram 4. After W2 
B must play 3 or W 
lives easily. After 
W4-8, the 3 B stones 
below are isolated, so 
this is bad for B. 

DIAGRAM 7: Another pos- 
sibility for B is to 
connect his stones with 
1. W can then play 2, 


Diagram 6 


Diagram 7 


intending to invade later at a. W could also play b or c instead of 2. 
W's position is very strong as B needs another move in the corner to make 


his formation solid. 
DIAGRAM 8: If B does not 
play 2’in Diagram 1 but 
instead counterattacks 
with 2 here, W can 

jump down to 3. 
DIAGRAM 9: B must play 

4 to prevent the two W 
stones from connecting 
out with Wa. After W5 
and B6, W plays 7, 
threatening to move 


| 
Diagram 10 


9 

ge 
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Diagram 8 Diagram 9 


into the corner. B plays 8 and W moves out 
with 9. Compared to Diagram 2, this result 


is far from good for B. 


DIAGRAM 10: Back at the beginning, if W does 
nothing here B will play B1,3, & 5. W could 
not then enter at 6 because B could counter- 
attack with 7 or even a. Thus W must act 
quickly as otherwise he will find that it 
will be imposs#ble to eliminate B's poten- 
tial with an erasing move, and he will have 
to resort to the rather doubtful tactic of 


invading directly. 


TYPE IV 

In this Type, B's extensions are 
narrow on both the upper and 
right sides. Here W should at- 
tempt to reduce B's formation 
before B has a chance to attack. 
If B is given the opportunity 
he: will play the attachment at 
aor the invasion at b. W 
should, therefore, focus his 
attention on the upper right 
corner, as there is no time to 
wait. 

DIAGRAM 1: W's best attack, once 
again, is W1&3 in the corner. 
After 4, W plays the attachment 
of W5 as in Type II. 

DIAGRAM 2: In the sequence up to 
W11, W has accomplished two 
objectives: the diminishing of 


Diagram 1 Diagram 2 


B's influence and the extending of his own. Another possibility for B6 
will be explained in Diagram 8. 

DIAGRAM 3: Suppose B changes his strategy in the corner by playing Bl in- 
stead of 2 in Diagram 1. Then after the sequence through W6, the position 
resembles Diagram 6 of Type III. Aithough W will probably lose his three 
stones in the corner, he will take advantage of them to gain on the outside. 

DIAGRAMS 4,5,6 and 7: If B stubbornly plays 7 (instead of a to take the 
corner), W resists: with 8. After B9, W plays 10. Although there are a few 
variations, the play may proceed as through Diagram 7 where B is severely 
beaten. The conclusion to be reached from this is that Bl of Diagram 3 is 
bad. 


Diagram 3 Diagram 4 


Diagram 5 Diagram 


Diagram 7 


DIAGRAM 8: Instead of B6 in Diagram 2, 
what if B plays Bl here? W will answer 
at 2. If B now connects two stones by 
playing at a, W will play b, increasing 
his influence; but if B extends outward 
at b, W will cut at a. So this Bl is in- 


oO 


ferior to B6 in Diagram 2. nS 
DIAGRAM 9: If W fears continuing as in 

Diagram 2, he can play Wl with the in- - yi 

tent to push later at a, if given the , O+O- 
chance. This W1 is played when W's 

forces in the background are weak. Diagram 9 


Diagram 10 Diagram 11 


DIAGRAM 10: This method of answering W's corner invasion has been explained 
before. Here again W can switch elsewhere, leaving the option of living 
in the corner (Wa) for later. 

DIAGRAM 11: Suppose W plays W5-11 of Diagram 2 without first playing in the 
corner. B then plays 1 here, and now it is too late to enter the corner. 
In other words, after the moves on the right side, B can take advantage 
of having sente by playing 1.’ Then W's entry in the corner will accomplish 
nothing. B will have a solid wall as protection. Thus the corner must be 
entered before W plays as in Diagram 3. 


DIAGRAM 12: Suppose W's position 
in the upper left in Type IV is 
changed to that in Diagram 12. 
Then, if W plays the sequence 
to 11 in Diagrams 1&2,... 

DIAGRAM 13: ...B could invade 
W's area at Bl to advantage. 

DIAGRAM 14: Because of this, W 
must reconsider his strategy 
in view of this formation. 
Since jumping into B's terri- 
tory would not be good, W must Diagram 12 


Diagram 13 Diagram 14 


consider the alternate plan of playing at Wl in Diagram 14. W is now aim- 
ing at a or one point to the left. (The choice of which of these two 
points to play is very difficult in a real game.) In conclusion for this 
Type, remember that the soundness of Diagrams 1&2 depends on the arrange; 
ment of the stones in the adjacent corners. 


BSS SSSSSSESSSSSSSSSSSS 


A quarterly magazine which 
covers the Japanese Go scene 
with games from the top tour- 
naments, reports major Go 
events throughout the world, 
and offers comprehensive in- 
structional articles for both 
weaker and advanced players 
on new joseki, handicap tac- 
tics, opening theory, etc. 
Subscribe to The Ishi Press/ 

CPO Box 2126/ Tokyo, Japan. 
Annual (4 issues) seamail: 

4000 Y. Each issue: 1000 Y. 
Airmail postage additional. « 
Back issues available. 
Inquire about bulk rates. 


TOKYO SALES CORP. 
(TOKYO BOOK STORE) 
520 FIFTH AVENUE, 5TH FL. 
NEW YORK, N. Y. 10036 
(212) 840-9455-7 


QUALITY GO SET $34.50 
Strong folding go beard with reinforced 
brackets and thick plastic stones 


PLASTIC GO STONES (regular) $ 8.95 
(thick) $11.50 
MAGNETIC GO SET {travel kit) $34.50 
GUASS GO STONES (thick) $34.50 
DELUXE GO SET $135 .00 


Slotted go board (one side 19 x 19 grid, 
the other 13 x 13 grid), shell & slate 
stones, chestnut go bowls 


TOP QUALITY TRADITIONAL KATSURA TABLE BOARDS 
(with Legs) 34" thick board $275 .00 
6" thick board $475 .00 
7" thick board $675 .00 


For mail order: Make check or money order payable to TOKYO SALES CORP. 
For postage and handling add 15% for orders under $100. Add 10% for orders 
from $100 to $200. For orders above $200 you will be billed separately 
for the aplicable charge. 


STORES ADDRESS: 
e 521 FIFTH AVE., NEW YORK, N. Y. 10017¢ TEL. (212) 697-0840 
e 142 WEST 57TH ST., NEW YORK, N. Y. 10019+ TEL. (212) 582-4622 


KUMANO WAGHIGURO CO J.) wgagry e 
6-17-16 Minami-Ohi, Shinagawaku RRL Ay 3. A v3 


Tokyo, Japan 


This ad is taken by Mr. Takebayashi, President of Kumano Nachiguro 
Company in cooperation with Tokyo Sales Corp. whose ad appears on 
the inside front cover of this issue. 
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AGA DISCOUNT COUPON 
This coupon entitles an AGA member to a 


10% DISCOUNT 


on all Go equipment sold by TOKYO SALES CORP 
520 Fifth Avenue 142 W. 57th St. 
New York, N.Y. 10017 °" New York, N.Y. 10019 
Bring or mail this coupon to either store before March 1, 1982 
(OFFER VOID AFTER 3/1/82) 
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by Miyamoto Naoki, 9-dan 


Figure 1. 


With white's kakari at 1, black's response 


OKI-GO: 


a four stone game 


The following study is a translation of the 
opening segment of a four stone game played 
between two professionals — Miyamoto Naoki 
taking the black stones, and Uchinohama 
Satsuo playing white. Basically this type of 
study is intended for the edification of the 
black player, but you will notice no absence 
of challenging play on white's part. White 
continually attempts to set up situations 
which require precise analysis by black, The 
study can thus be beneficial for both black 
and white. 


at 2 on the right side of the board is simply a 
matter of prefererice. "The opponent's stone 


opposite side," mused Miyamoto. It seems to 


depend on one's personal understanding of 
the mysteries of the early game. Black's 


strategy has already begun to take shape, so 


after the kakari of white's 3 it should not be 
difficult to guess where black will play next. 


translated by 0.C.Waggoner 


Figure 2. 
As is evident, black continued with his 
strategy by answering white's kakari at 3 


with the play at 4, which is the expected 


direction that black's fuséki shape might 


take. The situation from here on demands 
much skill on white's part. "Somehow, with 


that, | feel like I've been tricked," Ushino- 
hama could be heard grumbling while he 


thought over his next play. 


White comes up with the kakari at 5, and 


now things could go either way. 


What is the most direct play black has 


available to him? If Miyamoto does not re- 
spond in this area of the board, where then 


should he play? What play in relation to 


black's overall strategy would be best (were 
he to play in the upper-left corner of the 
board) ? 


Figure 3. 


With the extension of black's 1, white 
might next play at A, but can effectively 
increase his territorial influence by playing 
the common tsukénobi at B, which would be 
very good. However, white need not play 
into this exchange, but rather occupy the 
point at C effectively destroying black's 
potential for creating a large moyo (territor- 
ial shape) on the right side of the board. 


To continue with the hypothetical treat- 
ment of this situation, we can consider black 
playing the tsukenobi in the upper-left cor- 
ner. But then it becomes necessary for black 
to press down with a play at 5, and then 
white will occupy the point at 6. Miyamoto 
does not like this prospect at all because of 
its favorable effect for white in producing 
instability for the black stones in the upper- 
left corner. 


fig. 
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Figure 5 


Miyamoto answers the problem (stated in 
figure 2) by playing the tsukénobi at 6 in the 
diagram, All things considered, it becomes 
the most effecient use of the hoshi stone, and 
is definately the best choice when you con- 
sider the large influence it radiates from the 


ypper-right corner into the center. 


Figure 6 


It would certainly be a mistake for black 
to proceed with the sequence illustrated here. 
After white plays the osaé (press down play) 
at 2, he has effectively reduced black'’s 
chances at creating the large central influ- 
ence that he should have been trying for. 


fig. 7 


Figure 7 


The "pressing down" play of white's 11 is 
one possible attempt at shape. Black should 
now play the have at 12 in an effort to 
escape. Defending with a play at A should 
be totally out of the question. 


Figure 8 


It is easily seen that, should white play 
his 11 elsewhere on the board, black's 1, 
followed by 2 and 3 finds white creating 
strong but silly shape with these stones. 
(Black's 1 can prove to be enormously bother- 
some for this white stone.) 


@ 


Figure 9 

White's play at 13 is a waiting move, and 
black then defends with a play at 14. This 
variation is a proper joséki. Before proceed- 
ing further, give this situation in the upper 
right corner another look. (It's a joséki that 
is well taken to memory .) 
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Figure 10 


How should black play were white to cut 
at 1 instead of at 13? 


Figure 11 

When white cuts at 1, black's 2 produces’ 
the correct shape. A quick look shows that 
the exchange of A and B at this point would 
not be good. 


Figure 12 

With the instance of white playing at 1, 
followed by the cut at 3, what becomes of 
the situation? The counter measures here fig. 
are most effective. 


Figure 13 

The sequence begins with the até of 4, 
followed by the sagari (hanging down play) of 
6. White will protect at 7, and the sequence 
through black's 12 is not difficult to compre- 
hend. In consideration of black's play at 7, 
avoid the extreme complications that come of 
this. It is a good thing to resolve the situa- 
tion as simply and easily as possible. 


Figure 14 

In what way should black respond to this 
|] situation? White's play at 15 is a direct as- 
sualt against the single stone in the upper 
left corner, Your analysis of the situation 
should be guided by the logical precepts of 
go — armed with these you cannot fail. 


fig. 15 


Figure 15 

With black's kosumi at 1, white will pro- 
bably play at the san-san (3-3) point, to 
which black might opt for the kéima of 3 in 
the lower left portion of the board. The illu- 
stration becomes more understandable when 
you consider the power of black's stone at the 
cénter right hoshi point. However, in the 
future, the two stones in the lower left corner 
could be tested by white for their ability to 
survive even though they appear to be same- 
what stable, 
Figure 16 

How will the situation progress after the 
tsukénobi of black's | in this instance? With 
white's treatment of the situation through 6, 
he has happily created a strong territory, and 
left black with a very unstable group. Of 
course black is not limited to producing this 
unstable pattern on the upper board. What is 
really significant here is that black's tsuké at 
1 produces strength for the white stones with- 
out obtaining much in return. All it takes is 
a different approach in your analysis. 
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OFFICIAL CHAPTER STATUS 


In an attempt to strengthen the AGA’s club network, we are offering 
Chapter Memberships at $12 per year. It allows a club to offer the 
special membership for those who do not wish to subscribe to the 
AGJournal, authorizes it to sponsor state and regional tournaments, 
and brings it AGA organizational aids. (The AGA will continue to list 
all local Go contacts as in the past.) 


Figure 17 

Black's tsuké at 16 is the correct answer 
to the problem stated in figure 14 (problem 
3). Also, because of the need to attempt a 
forceful egression from fhe corner, a little 
more progress can be made toward this end 
when things are handled in this manner. 
Because it can be said that this area is almost 
entirely in white's sphere of influence, play 
must be solid and thematic, 
Figure 18 

The hané of white's 1 is the suitable re- 
sponse, but what is black to do next? Do you. 
continue with the standard extension as with 
the tsukénobi joséki, do you press down 
against the stone beneath the black play at 


16, or do you cut? 
To Be Continued. 


This article is reprinted 
from the West Coast Go 
News letter 

with the permission of 


the publisher. 


ORGANIZERS: SEND IN NOTICES OF YOUR TOURNAMENTS FOR INCLUSION IN THE AGN/AGJ 
TOURNAMENT AND EVENT CALENDAR! ADVANCE NOTICE IS THE BEST GUARANTEE OF 


GOOD ATTENDANCE. 
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1977 KIDO SPONSORED RIVALS MATCH 
(Translated from Kido, Feb. 1977 by Bob Terry) 


B: Kobayashi Satoru, 4-dan Analysis by Abe Yoshiteru 
W: Oh Rissei, 4-dan Introduction by Bob Terry 


RISSEI TAKES ALL IN ONE FELL SWOOP 

Highlighted here are two up-and-coming youngsters whose names, although 
perhaps unfamiliar to American Go players, are recognized in Japan as the 
precursors of a new era. 

Just last year, Kobayashi Satoru, now 6-dan, overwhelmed the opposition in 
his Dan division of the Kisei tournament, and then went on to defeat the 
ranking representatives in the other divisions only to be stopped, final- 
ly, by Ishii Kunio, 9-dan. 

Possibly more impressive was Oh Rissei's bid for the Prime Minister's Cup. 
Although he lost 2-1 to Fukui Masaki, 7-dan, his forceful, steady play 
suprised all, and gave further proof of the growing maturity of his game. 
Clearly, these two are lads to be reckoned with in the future. 

At the time this game was played, Kobayashi, 4-dan had just completed the 
previous year with a record of 42 wins to 10 losses, for an outstanding 
81%. Not bad for a 17-year-old. Of course, this was enough to best the 
Gan but Oh followed close on his heels with 33 wins against 13 losses 

73%). 

Since they are so close in age (Oh was 18 years old at the time of this 
game) it's understandable that the public should link their names together 
and so eagerly anticipate a match between the two. 


THE PURPOSE OF PLAYING TAISHA 
B initiates hostilities by play- 
ing taisha at 11. It should be 
explained beforehand that since 
this game lasted only a brief 

94 moves, the emphasis here 
will be placed on the opening 
variations. 

B's taisha play at 11, rather 
than being motivated by a de- 
sire to delight the gallery, 
is based on a scrupulous atten- 
tion to reading and strategy. 

If W next makes the jumping at- 
tachment at 1 in Diagram 1, 

B, instead of running at a 

after W11, will initiate the 
sequence from 12 to 16 since 
W's ladder at b doesn't work. 


Game Record 1 (1-11) 


Changing W15 in Diagram 1 to W1&3 in Diagram 2 
results in W's destruction. 


fem 1 up ALREADY THE FIGHT BEGINS 
a In situations where the ladder is bad, W's coun- 
fs eg ee i termeasure is to hane at 1 in Diagram 3 (instead 
CoB orl of W9 in Diagram 1). Then, jumping to 3 is one 
; pattern, but being pressured by B8 and 10 doesn't 
Diagram 2 sit too well, and it's not clear how to proceed 


10@2, 11@6, 1342 towards the lower right area. 


Diagram 1 


Sure enough, W took only 3 min- 
utes to quick-wittedly play the 
jumping attachment of 12, but 
in response to B's pulling back 
to 13, W's nobi at 14 is a de- 
parture from joseki. 

It's widely known that W1&3 in 
Diagram 4 is joseki and one can't 
help wondering how it is that 
young Oh could have misplayed it. 

When Kobayashi queried: "It sort 
of resembles the ordinary pat- 
tern in Diagram 5, from the Game Record 2 (12-19) 
thrust at Bl to the jump 
at W4 so...", Oh replied 
with a laugh. Abe, 8-dan, 


the commentator, added i Pre I 

that if B tenukis at this T i 

point, W's play-in-a-line 1® 

at 1 in Diagram 6 (next p) og Kes 

makes sood shape, indica- ne f OO ‘ 

ting that W12&14 in the (yt 1. OF +. 

Game Record are playable, +F+e OC id aa 

and this sparked the con- Ca a a i Fore 

testants to undertake a Diagram 4 Diagram 5 

thorough examination. (article continues next page) 

SSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSY 
RATINGS CHANGE 


It is clear that many players in the AGA are underrated, particularly in 
the lower ranks. Thus, the AGA will now accept official chapter ratings 
in the rating system for players 5-kyu and below. An AGA chapter Pres- 
ident or designated ratings officer may send in a list of members and 
their ranks. 

Ratings above 5-kyu must be obtained through the normal operation of the 
rating system: play in rated games at the club level or in AGA tourna- 
ments. Those who enter the system above 5-kyu will be given provisional 
ratings to establish in the course of rated game play. 

The new official chapter status (chapters must apply to become chapter 
members of the AGA) and this new ratings policy for chapter members 
will hopefully clarify two matters of interest to the AGA. 
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At B15, pushing through at 1 in Diagram 7 and turning at 3 makes thick- 
ness. If then W makes a hanging connection with 4, B forces (kikashi) 
with the atari of 5 and, after the pincer of 7, he is well-off. 

If W plays the hanging 
connection of 4 at 1 in 
Diagram 8 (sagari), B 


1 fic} ot | {+ 
forces with the cut of i. + 4. | o- + 
2, and the attachment of | pad 
4 is then tesuji. When QOOD [ [eee 
W pushes out with 5, B Looe | 5ece!e 
slips under with 6, no.) bE Lose + 
leading to the jump of ] ¢C Ore O 
B10; and since the cor- nd rot 
ner is dead if W tenukis , co re 
here, this seems play- 
able for B. Diagram 8 Diagram 9 


If instead of pushing out 

with 5, W retreats to 1 in Diagram 9, B2-8 are to be expected; but to 
sum it up, in this game, instead of the attachment of B4 in Diagram 8, 
simplest is for B to press at 1 in Diagram 10. Following W2 and B3, a 
cut at W5 is problematical since B responds by moving out with B4, and 
so there's nothing better for W than to backtrack with 4. However, the 
connection of B5 makes a thick shape, and if next W makes a pincer at a, 
B is o.k. when he makes the jump-attachment at b, and if W instead jumps 
to d in order to avert B's move at c, making a pincer at a isn't bad for B. 
it's an after-the-fact evaluation, of course, but young Kobayashi argued 
that the 3-space extention of B15 was better-placed than the 2-point 
extention in Diagram 11. 
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BECKONING THE MELEE 


At the time he was apprenticed 


to Kanoh, 9-dan, young Oh seems 


to have been something of a 
"Dennis the Menace" type, but 
now, splendidly independent, he 


receives coaching once a month 


from Rin Kai Ho, 9-dan or Go 


Sei Gen, 9-dan and so it appears 
only a matter of time before 


he fulfills his great promise. 


For young Kobayashi's part, as 


the last sibling in a renowned 


family of Go players, he's only 
recently broken loose from the 


condominium he shared with his 


elder sister, Kobayashi Chizu, 
Women's Honinbo, to establish 
his own pad, complete with a 
study for Go, which, more than 
anything else, be- 

speaks the origin 


a oe 


of his recent i 


successes. i 


But to get back to 


the matter at hand, 


in response to the 


ee ee 


hane of W20, B's 


rigid connection 


at 21 seems to 
have been the re- 
sult of overreading. 
When asked, "Why 
shouldn't B extend at 1 
in Diagram 122", 


Diagram 12 


Game Record 3 (20-36) 
35 below 23 


+ 


e- 


@ 
+O? 


F008 


Diagram 13 


Kobayashi replied, "Being forced by the kosumi of W2 and 


then the attachment of 4 would have been unbearable." 
It was agreed generally that if B hanes out with 1 in Diagram 13, follow- 
ing W2-6, the cut at Ba is insipid, but Abe 8-dan insisted this was a 


misinterpretation. 
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him with b. 


On the contrary, if 
B hanes out with 
1 in Diagram 14, 
W's cut at 2 is 
answered with the 
rigid connection 
of 3, and now, con- 
versely, isn't it 
W who finds him- 
self ina fix? Af- 
ter B7, it's un- 
thinkable for W to 
play a, encourag- 
ing B to separate 


In response to the attachment of W22, B took no time to cut at 23, but W, 
before playing the atari of 24, spent 9 minutes reading out the varia- 
tions. Although B took 7 minutes to cut at 27, his reading up through the 
kosumi of 29 seems to have been a misconception, as evidenced by the 


further course of the game. 


B should have reserved the cut of 27, and simply played the kosumi of 1 
in Diagram 15 (last page). The sequence from the atari of W2 to the cap- 
ture of B9 is inevitable, and then when W plays the hanging connection 
of 10, the attachment of Bll captures 4 W stones. 

Consequently, W can't give an 
inch, and instead of W10, W 
must sagari with 1 in Diagram 
16. Following B2-W5, a ko is 
unavoidable, but B forces with 
the atari at 6 and pushes 
through and cuts at 8 and 10 
leading up to the ko challenge 
of B12. Now B initiates the 
exchange of W15 for B16. 

‘B's shape is thin when W rams 
his at 17, and also, since W 
is left with the invasion at 
a, B's four stones (2,4,12, 
etc.) are heavy, so this ex- 
Change cannot be said to be in 
B's favor, but it seems that 
more than this cannot be 
expected. 

Again, B's kosumi technique 
(suji) of 29 cannot be replaced 
by the atari of 1 in Diagram 17, 
since W ataris at 2 (of course 
it would be nice if W would be so helpful 
as to connect at 4, but...) and by block- 
ing at 4, the sequence reverts to the 
Game Record. 

After exchanging the cut of B27 for the ex- 
tention of W28, it's impossible for B to 
initiate the ko by descending to 34 instead 
of capturing at B33, so the sequence up to 
the hanging connection of W36 is inevitable. 
But one can tell at a glance that B's shape 
is unenviable. 
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Reprinted from the 


West Coast Go Newsletter. Artist: Colleen Kirby 


KOBAYASHI: NOT UP TO PAR 
Even if B withholds the hane at 
37, W cannot capture at a, so 
it appears that B should devise 
a means of securing his group 
with the attachment of 1 in 
Diagram 18. If W connects un- 
derneath with 2, B kikashis 
with 3&5, forcing W to live 
with 6 and then it's only a 
matter of blockading with B7; ' = 
but regardless of how quick- ee; 
witted one is, when one is O - A 


| 


determined to blunder, there's 

nothing ta be done, and B37 & 39 eae $85 

indicate an indomitable atti- e0 44152) 

tude. Ob 50646) 
When W plays the kosumi of 40, a9! 


the exchange of B41 for W42 is 
bad, and should only be played 4 (37-59) 


Diagram 18 Diagram 19 Diagram 20 
B9 takes ko, 13 at 7 


when B intends to follow up with the hane at b, according to Abe, 8-dan. 

Apparently Kobayashi overlooked the fact that W could hane at 46 in an- 
swer to B's two-step hane at 45. 

It's only natural for W to cut at 1 in Diagram 19, but after B2&4, W 
cannot connect, so B is o.k.; but young Kobayashi's failure to antici- 
pate the hane of W46 is one more indication that his play was not up 
to par. 

B's hanging connection of 47 is unavoidable, but prior to this, Cho Chi 
Kun, Oza (at the time - ed.) pointed out that the placement of Bl in 
Diagram 20 was tesuji. If W connects with 2, then B makes a hanging 
connection at 3, and up to the capture of B13 presumably B can fight on 
since he's made a big profit. 

Again, W54&56 are bad, giving B a chance. 

At B57, the placement tesuji of 1 in Diagram 21 (next page) is the vital 
point, and even if W hanes at 2, when B jumps to 3, W cannot rescue him- 
self from impending doom. 

Answering the placement of Bl with the kosumi of W2 in Diagram 22 is 
feasible, but here too, after the extention of B3, the tesuji of BS 
leaves W no time to play the geta ata. 

Kobayashi could only scratch his head when presented with these varia- 
tions, but at W54, there was no choice but to shove up against B as in 
Diagram 23. After B captures at 2, W isn't bad off with 3 to 5. 
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KOBAYASHI GOES DOWN FIGHTING 

W plays 62 &64 in order to spur 
B on to connect at 65 and thus 
provide the impetus for W to 
dissolve the ko fight in the 
lower right corner with 66. 

With B67 and W68, W's profit in 
this area amounts to a sizable 
40 points, and although the 
hane of B69 cannot be omitted, 
by turning at 70 W exposes the 
fragility of B's shape. 

Since B cannot block at a, turn- 
ing to 71 represents his last 
chance to have it out. 

In this case, with 72 W should 
follow the proverb and "Attach 
against the opponent's stronger 
stone" with 1 in Diagram 24, 
insisted Abe, 8-dan. If B hanes 
with 2, from 3 to 7 W settles Game Record 5 (60-94) 
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Diagram 24 Diagram 25 alt . 
his group, and if B dislikes 
this and extends with 6 at Bl } + +. 
in Diagram 25, W2 is fine since | 
it opens up a new sphere on the i O | 2 
i a Mee t % 1m rege Stile 
nce again, when W plays 1 in Fy 
Diagram 26, if B extends in with Hote on bases 
2, the attachment of W3 is | | err Peoke 


tesuji, and the variation to 
B14, though not the only one, 
demonstrates that when W ex- Diagram 26 
tends to 15, the advantage is his. 


The attachment of W90 is tesuji, 31) 
but even now B was granted a 


last chance; and if he had 1 
turned to the lower left hand @ . e6fott 
corner with 1&3 in Diagram 27, ~* - eo +O] 
after the sequence through the CEEEEeee veal 4 
connection of Bll, if W jumps OOO; OST 
to 12, B plays 13 and 15. Again, E a a 
if W12 is played as a hane at me ee ee f [eS 
14, B may perhaps have cause to Pid re rae, 
hope with his expansion of the ar@ ; 
upper left area after the oer Ce 3 Se0 , 
jumping-attachment at a. QO® Or® tee t) t 
Finally, with W's hane at 94, 3) TH {eQ Tee 
came B's resignation, but even a e : < 
Pi TSos 


if he should persist with Bb, 
We, Bd, We, Bf, Wg, Bh, Wi, 

W ends up unconditionally 
alive, leaving B without 

a chance. Diagram 27 

"When you're hot, you're hot; 

when you're not, you're not," commiserated Cho Chi Kun, Oza. The rest of 
us can but anticipate the coming of age of these two. 
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OME TO THE MANHATTAN GO CLUB! 
CLUB HOURS: Mon-Fri: 5:30pm to 10:3-pm. 
re) Sat, Sun, & Holidays: 3pm to 8pm. 
CLUB DUES: Regular member: $20/yr., $2 daily 
playing fee. Includes AGA Special Membership. 

Sponsoring member: $130/yr - no playing fee. 

Visitors & non members: $3 playing fee. 

Beginners - first visit: free. 

The Club is located in a commercial establish- 
ment which is occasionally closed on holidays 
or for private parties. 

For information contact the club secretary: 
Terry Benson, 617 West End Ave. #9A, NY, NY 
10024. (212) 724-930 
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The Gift of Go 


_ Easy GO-ing is ‘a special kit 
designed to introduce beginners 


to the basic skills and enjoyment 
of Go. It includes a 9 line board, 
full size stones, a proven new 
learning strategy, and a separate 
booklet for teaching young children. 
Send $9.95 to Easy GO-ing, P.O. Box 
401, Yellow Springs, Ohio 45387. 


SABAKI GO COMPANY 


P.O. BOX 23 
CARLISLE, PA 17013 


Tradititional Go Board with Legs 


$300 


Perfect Condition Shipping and Insurance Included 


Free Catalog! 


. Wide variety, Reasonable prices 


Drop by before or after your 
evening's activities 

2 tatami rooms and 1 private room 
are available for special events 


Specialties: Sukiyaki, Sushi, 
Tempura 


Hagi Gift shop is a sister store 
right next door for New York 

| souvenirs, watches, jewelry, etc. 
| 


Japanese Restaurant IROHA 
LARZY “Hid 
DTA \ | N 
731 7th Ave F8thée 49th St. OHO 


midday 12:09 ~ 3:00 P.m. TEL. : (212) 398-9049 
Jewelry & Gift Shop , 


evening 5 :00 P.mM.~11:00 p.m. bee oS = > 
ee Shyvay7 714s s 


Saturday 12:00 ~ 11:00 p-m. 
(7 DAYS OPEN) cy Snes 
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GO INSTRUCTION with Ron Snyder, 5 dan 
uo" There can be no real improvement in Go strength until one begins to master 
its fundamentals." 


Call: (212) 877-6899 
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We never forget 
how important 


you are. 


We never forget how impor- 
tant you are. 

On JAL, that’s more than a 
motto. It’s a commitment. 

We do the unexpected as 
well as the expected. Like 
sewing your button back on. 
Or covering you with a blan- 
ket when you've dozed off. 

We think superfast 
flights, first-run films and 


gourmet meals are all 
wonderful. And our guests 
enjoy them all. 

But we believe they will 
never take the place of simple 
thoughtfulness. Of caring. 
Of concern. 

That concern is the first 
rule of Japanese hospitality. 
It is also the first lesson 

JAL people learn. 


Call your travel agent ‘¢a) 


JAPAN AIR LINES 


or Japan Air Lines. 


